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blistering-hot Super Mario Sunshine" Bundle Pak for 
ONLY $69.95* U.S.($i 10.95 cdn.)-a $95.00 value! Just look at all this cool stuff: 

• Super Mario Sunshine Came Disc for Nintendo CamcCube" 


Don't Get Burned - Order Your Bundle Pak Online Now At: 

wwwenmtendoxom/sunshinepak 
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wep up to the plate, because starting 
August 26,2002, we're senan' up our red-hot 

Super Mario Sunshine" Bundle Pak! 

Just look at what's on the menu: 

m Super Mario Sunshine Game Disc for 
Nintendo CameCube~ 

m Super Mario Sunshine Official Player's Guide 

■ Nintendo GameCube Memory Card 59 

■ $10 U.S. (SISCdn.) Off Coupon for Nintendo 
GameCube WaveBird" Wireless Controller 

■ Plus a One-Year, 12-Issue Subscription to 
Nintendo Power® Magaiine 

You get all this for ONLY $69.95*0.5. ($110.95*Cdn,)- 
thaYs a $95 valuel But this offer expires 10/31/02, 
so don't just sit there and let things get all cold on youl 
Go online now at www.nintendopower.com/sunshinepak 
or call us toll-free 1-800-255-3700 and BUNDLE UP! 


rS SO EASY! ORDER VIA OUR WEBSITE AT: 


wwitfvnintendopowerxoiii/sunshinepak 
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mHAT’S HOCKEY WITHOUT HITZ? 
Coming Summer 2002 


Playstation.^ 
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Coming Summer 2002 


PlayStation,^ 
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We received lots of very 
of E^, but the hottest tq 


ecPOSEP 


LETTER OF THE MONTH 


Kyle HatcheH 
Via the Internet 

We look for a lot of things. Check out what each reviewer said. Andy: It has to be a game I’d play at 
home. It’s a fun factor thing, no matter what the genre. If I would buy it, or recommend it to my 
friends, then it’s a five-star game. Jason: If I’m completely satisfied with a game, and if I think the 
game needs no improvements to make it better. I’d rate it a five-star game. Alan: A five-star game has 
to have balance, and it has to show me something I’ve never seen before or has to improve on some¬ 
thing already existing in a big way. George: The first thing I look for is play control that makes 
sense — a feeling that you have control over the events of the game, like you're participating. If they 
haven’t nailed that down in a game, then the rest of the game probably isn’t very good, either. Chris: 
I believe that a five-star game must have a good, visible and consistent style and nearly flawless, intu¬ 
itive game play. The appropriateness of sound and music is also important. Scott: A game must have 
outstanding play control and replay value. Graphics and sound are important, too, but the biggest 
consideration is if the game is fun to play. A game with the most beautiful graphics in the world and 
tight play control won’t earn five stars from me if it isn’t a blast to play. Jenni: If a game continually 
makes me smile, flinch, gasp, hold my breath or involuntarily say something dumb (like “wow”) 
because I’m totally immersed in it, it’s a five-star game. Steven: To me, a five-star game is the next step 
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Harry Totter tradiiif? c 


^Nimbus 


^Keetle Eyes 


wizard8.com/HarryPotter 





















































































I GAME WATCH 
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I GAME WATCH 












Stuapfs new best friend Margdo. has disappeared 
and so has Mrs, Littie’s wedding ring. As Staart 
it's up to gou to soive both mysteries. One 
thing's for sure-you're in for non-stop 
fun in this high-flying adventurel hMIIS 




fQAME BOy 


AcliVisioN 






• Your gr^md^Da mast have tau^t you how to play heoause you're ancient history. —FMingMan 
•Forget the circus; I'm the greatest show on Earth! —Zak 

• Kit Kat's the name, hut I'm never gonna give you a break! —Oliver Martinez 

• You might want to check the e^qriration date on your skills. —Philip Hanan 

• Would you like me to break your thumbs so you have an excuse? —Nimrod2685 

• Something stinks in here. Oh wait—it's your score! —Alex 

• Could you go stand by the air freshener for a little while? —Peter Forbes 
•Are we on the s\m? Because I'm on fire. —LuckyPug 

• Is there a leak in the romn or is that sweat running down your face? —Jamie Hayden 

• You need the Heimlich maneuver or something, 'cause you're choking, —Cman141 

• Looks like you'll need a vacuum to eat my dust! —Chaosboy 

• Call me the bus driver, because I'm taking you to school! —William Murphy 
•You're like a cradle—you're always getting rocked. —Kurt and Vince Horiuchi 

•Are you mad about losing or does smoke always come out of your ears like that? 

—Matt C.’s mom 










SttPlRHIRia, TRmilK’HAH 

Sure, Mario lakes a vacation in an exciting new land in Super Mario Sunshine, but the overalls-wearing 
adventurer has always been one well-traveled plumber. We’ve chosen a few of the more exotic locales Mario’s 
been to over the years and erased every letter in their names except for the letters that also appear in Mario’s 
name. Can you play super travel agent and figure out where Mario’s been? We’ve included clues to help you out. 
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_00_, _00_ MO_ 
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M 0__ 
_0 A_ 
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THE WORLD OF DREAMS 
BABY MARIO GOT LOST HERE 

GLITCH WORLD IN SUPER MARIO’S FIRST OUTING 
TRANSPARENT MULTICOLOR SPEEDWAY 
MUST HAVE SIX GOLDEN COINS TO ENTER 
PIRATE-FLAG INLET 

LITTLE PENGUIN LOST AND FOUND HERE 

GENERAL GUY’S STOMPING GROUNDS 

SANDY CITY WHERE THE PASTA IS DRY 

LIKE KALAHARI WITH MORE SQUID 

MARIO PARTY’S ULTIMATE BOARD 

BLACK HOLE BOWSER’S HAUNT 

FROGFUCIUS LIVES HERE 

THWOMP’S ROOM IS IN THIS LOCATION 

WHERE A SCOTTISH MUSHROOM MIGHT PLAY GOLF 

MARIO TAKES HIS FIRST AIRSHIP RIDE HERE 

PLUMBER-FRIENDLY DUEL MAP 

MALLOW’S PARENTS ARE RESCUED HERE 

LEMMY KOOPA GUARDS THIS SWEET SPOT 

THIS SHORTCUT CENTRAL IS JUST A WHISTLE AWAY 
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RUmSRRRIRTlRRR 

Lantis Eyewear’s line of stylish frames with the Nintendo nam 
logo are the best-selling kid’s frames at Wal-Mart. Young game 
through Nintendo-colored glasses are in luck—the company is 
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On May i6, 2002, Star Wars Episode 11: Attack of the Clones opened in theaters. To ce 
event, the NP Krew visited Seattle’s Cinerama theater—where hundreds of fens were camped out for ,, 
liere—and let the nerf-herders test-drive Star Wars Rogue Squadron II: Rogue Leader for GCN. 


Days John Guth spent in line: I36 

Nomber of tickets each person was 

allowed to hoy: 4 

Feeble in costume: 8 

People with li^tsahers: 11 

Wookiee sittings: 0 

Porta-potties: 12 

Inflatable landspeeders: 1 

E2-D2 coolers: 2 

Watto statues: 1 

Darth Uaul chairs: 1 


^AR. 

WARS 

FANS ONLY! 
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^ How Do You 


Turn On the Fun? 


, n j n £ a ri cl o . c 0 r: 


Calling All Campers! 


, ri ) n i: a n c) o p o yy a f . e o rn 


camphyrule.com 


For die first time in Camp Hyrule history, everyone on the planet can attend Nin¬ 
tendo^ online summer camp, held from Almost 19-23. At the massively popular 
camp, crowds of video gamers live, eat and breathe Nintendo for five crazy days. Lots 
of visitors attend Camp Hyrule year after year, looking forward to seeing cabin 

great games, insider chats and potential prize winnii^ that are part of Camp Hyrule 
ftin. Ever since the early 1990s, Nintendo has limited participation to several thou- 

teraccamphyrule.com on August 6-8. 



but a fow popside-stick crafts in the Tradii^ Post were ruined. You should hav 
Nintendo Online: Any wcards of wisdom for this year’s campers? 

Andy: I always find it interesting that people v/ant to sneak in to the camp's 1 

are stressful and we deserve them. My solar-powered nose hair trimmer, for example, is indispensable. Also, I’d like to assure all vet¬ 
eran Camp Hyrule attendees that loft monsters, apocalyptic fiascoes, camp maniacs and technical difficulties will be nowhere in 
si^t this year. Well, I’m pretty sure we took care erf that loft monster problem, anyv^y. 


Win a Disney Dream Vacation! 

Get your mouse in gear! In early August, head to the website for 
Disney’s Magical Mirror Staring Mickey Mouse for your chance to wi 


nintendo.com/magicalmirror k 
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*5 Off 

— any Game Boy®Advance or Nintendo GameCube 
software or accessory — $19.99 or above 


Disney's Magical Mirror Starring Mickey Mouse ■ August 

Super Mario Sunshine ■ August 

Animal Crossing ■ September 

Stor Fox Adventures - September 

Mario Party 4 ■ October 

Worio World - November 

Metroid Prime • November 

WoveBird Wireless Controller - Avoiloble now! 

Disney's Mogicnl Quest Storting Mickey and Minnie ■ August 
Voshi's Island: Super Mario Advance 3 ■ September 
Gome & Wotch Gallery 4 - October 
Metroid Fusion ■ November 
Kirby • December 

The Legend of Zeldo; A Link to the Post • December 


Get All The Hottest 
Nintendcf Titles At 


'boy- 














With lots of haunted mansions on the market, what's a Mickey 
Mouse game to do? Fill the house with everyday objects that come 
to life with Disney-esque dance moves and zoo critters that have 
their own sense of humor—then possess the place with a weird 
ghost that's memorable enough to get his own half hour on the 
Disney Channel. Like no other Disney game before it, Magical 
Mirror Starring Mickey Mouse feels like a 3-D Disney cartoon 
movie, full of magical adventure and minigames spliced with car¬ 
toon sequences. It s fiin stuff, if you can find your way around! 


I NINTENDO GAMECUBE | DISNEY^S MAGICAL MIRROR STARRING MICKEY MOUSE 






After Mickey's curiosity gets the better of 
him—and he's fallen through his mirror—he dis* 
























































Stars you'll need to complete the rest of the game. Knowing which 
rooms to revisit, what tricks to reactivate and how to unlock all 
the minigames is the part we leave up to you! 


I your way around! 
and helps you gatt 


Upstairs 


^Magical Portal 


Activate the one-star trick on the 
door to see a cartoon in which the 
Ghost drops a key. Pick up the key 
and use it to unlock the door. 





Tir, 


p ^ 



I VOLUME 159 I 37 
























^ Head for Success y Banish the Dark 


y Illuminate Options 


In the dark bedroom, you can't do 
much until you've lit up the roem. 
So focus first en the table candle. 
After you click on it, press the A 
Button repeatedly until it's lit. 


Once there's a little light in the 
room, you c^n use the electric light 


^ Mickey’s Mementos 


^Revisit Your Choices^ ^ Pass the Playroom^ 


There are lots of neat things in the 

rubber ducky, but you can't use then 
Head into the next room. 


Horseplay Leads to Good Things 


Television Troubles ^ \ Unlucky Ducky 


Being tiny offers options, few of 
which you can explore without high¬ 
er star capacity. For now, enter the 
firstplayroom via the door crack 
then let the giant duck squash you. 


Use a key to unlock the piggy-bank 
room. Click on the suspended Star 

to the floor. Collect it to expand 
your Energy Star capacity. 


^ Rummage Around ^ That’s the Ticket 


j e^previous 


the toy train for a^ong ride. 
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^Through the Blue? \ Mickey Times Five Means Trouble 


y Balancing Act 


The doorway hall has two true doors—all the other ones are fakes. Enter 
any two doors to cause five Mickeys to appear, then pull both ears and the 
nose of the fourth from the left to reveal the Ghost. It will also reveal a 
Star Holder and expose the second true door, unfortunately locked. 


Switch Wings 


Wayward Blade 


through tho west mansion wing, 
enter the east wing. Use the stai 
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With the clock tower gear and more surprises to 
find, Mickey is still a long way from home. Return 
to rooms and activate tricks with your higher 
Energy Star capacity—you’ll discover even more 
tricks and minigames! Our walk-through has 

every picture and fixture in your quest to collect 
all of the Disney souvenirs. For a break, head for 
the television room and use the remote control to 
watch lots of truly classic Mickey cartoons! ^ 























Beach Valley ball h 
ISIever Been Hatter! 


ses& 









Nintendo and Capcom use digital 
sleight of hand to bring some 
classic Super NES magic to 
Game Bog Advance. Presto! 


(T) Treetops (s) Fire Grotto (5) Snowy Valley 

(page 44) 'Page 46) (page 47) 

(§) Dork Forest 0 Pete’s Peak 0 Pete’s Castle 


I GAME BOY ADVANCE | DISNEY'S MAGICAL QUEST STARING I 














when Mickey and Minnie meet via Game Link Cables, you know it’s time for 
a party. One or two players can compete in four outfit-specific challenges. Go 
for the all-time best score or simply defeat a friend—it's up to you. 





You’ll start with only the standard set of thr 
with Minnie and Mickey, but you’ll acquire j 
clothing as you progress through the game. 


i whole wardrobe of handy specialty 




Fireman 


Climber 

When Mickey pulls out his 


Watch Minnie shiinmv up a 




































: in a forest canopy, high up in the clouds. Bound from' 
iping skills. There's no need to climb down—just ride 
like the greeting party once you get there, however. 



y STAGE 1-1 


Behind the Blochs 


Hove a Heart 



Leap from the tree house's wii 
well to the susoended blocks 
beyond it. If you hop up to the roof 
of the house, you'll see a pile of 
blocks. Smash your way through 
them to find a doorway that leads 


house, then grab and release a 
tomato. Grab the tomato again as it 
begins to fly. It will carry you up to a 


y STAGE 1-2 


y STAGE 1-3 



Dive Down for a 2-Up 



The large tomatoes located on steeply sloped vines ai-__ 

-spect. Hop on them then run the opposite direction to avoid thorny 

,_s of your descent. \bu'll have to press Left on the Control Pad con¬ 

tinually on the second, faster tomato. Jump from the third tomato onto the 
Mickey block then onto the top of the tree to get to the shop. 
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Fire fighters usually enter flaming buildings to 
flames themselves seem to be alive. It'll take soi 
blazing beasts beneath the earth. 



y STAGE 3-1 


Down you Go 


Expedient Excavation 



There's only one way to get to the 
Fire Grotto: a long fall through an 
obstacle-strewn shaft. If you get 
hung up on any of the obstructions, 
a wall of spikes will make short 
work of you. Don't dawdle as you 


A pile of gold blocks clogs a narrow 
portion of the tunnel near the bot¬ 
tom. Get to it as quickly as you can, 
then smash your way through. \bu'll 
have only a few seconds before the 
spikes reach you. Get the point? 



his hammer. Each time he slams the 
ground, a stream of lava will shoot 
up where you are standing. Keep 
moving and shoot him with 


y STAGE 3-2 


Stepping-Stones 



Use the moving rock heads as 
stepping-stones to reach a Treasure 
Box on a ledge above the flames. 
Remember to cool down the heads 
with your hose before you jump on 
them. The second-to-last head will 
take you to the treasure. 


y STAGE 3-3 


Destination Shopping 



There are plenty of ways to reach 


Push a block to the right so you can 
ride it through a tunnel—plugged 
withblocks-thatleadstoa 
Treasure Box. Later in the level, 
you'll be able t( “ ' ' ’ 

your Wizard ou. 

Heart Container. 




Fire Breather 



The fiery toe will keep you hopping, even 
though he himself won't move. A carousel 
of platforms will put you into perfect posi¬ 
tions for spraying him, but there's a catch: 
The platforms catch on fire. Extinguish the 
flaming stones with your hose before you 
use them. Most importantly, remember to 
duck when you pass beneath the boss. 
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Your fire-fighting gear won't do you much good in the mountains, so you’ll need to find a 
change of clothes and a strong rope. As if by magic, Goofy will appear at the beginning of the 
level to give you what you need. How did he get ahead of you? 



WViiUgi 

» STAGE 5-1 w 


























Pluto is almost within your reach—all you have to do is 
finish off the rotten ropi who dognapped him. Dodge 
his magical brick barrages and flying torches then hit 
him with magic of your own while he rests between 
attacks. For a more detailed description of the duel, 
check out nintendopower.com. ^ 


rs MAGICAL QUEST STARING MICKEY & MINNIE 



























ALEXRiMS 








Making a connection without wires, the Wavebird wireless 
Controller gives you freedom of movement and control from 
up close and across the room. It's as perfect for solo players as 

and interact with each other without passing Controllers or 
tangling cords. The WaveBird sends radio signals to a receiver 
that is connected to a GCN Controller socket. You don’t have to 
point the Controller in the direction of the receiver, and you can 

The MSRP of $34.95 makes it an excellent choice if you’re looking 
for an extra Controller. 


Multiplayer action canbe as 

screen with four playetsw" out an*'® 

players the chance to sp' 


i WAVEBIRD TAKES I 





Cube Controller, with the same button layout and the same direct con¬ 
trol over the action on the screen. It operates on two AA batteries and on 
any of i6 radio channels. To set it up, all you have to do is plug in the 
wireless receiver, set the WaveBird and the wireless receiver to the same 
channel and turn on the Controller. The WaveBird’s RF (radio fre¬ 
quency) technology is similar to that of a cordless telephone, which 
gives you a more reliable and more instantaneous connection than the 
infrared technology used in most television remote controls. Alkaline 
batteries can supply up to lOO 
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MULTIPLE TOWNS, MULTIPLE PLAYERS 

Card that contains his own Animal Crossing town, you can plug it into Memory Slot B then travel to his town. 
Again, because only one person plays at a dme, you'll never actually meet the player’s character — or any other 
player’s character—in the town. But your visit can have a massive impaa. You can get cool stuff that's pretty 


OR PACK YOUR 
BAGS WITH A 
MEMORY CARD! 

If you put an empty 
card in Slot B of your 

















sing takes on a life of i 


FIRST DAY, MORNING (SPIFFY) 


FIRST DAY, AFTERNOON (MARTHA) 





























SECOND DAY. MORNING (MARTHA) 











*«"-1 think we're almost 1 

^InTWOViLLE. Seeyoul ^ 




C Now at TWOVILLEI 

^ Welcome to TWOVILLEI 

Watch your step, eek EEKI ^ 































































INFORMATION 

CODES THAT WORK. STRATEGIES THAT HELP. INFORMATION THAT YOU CAN USE. 







NFL BLITZ 20-02 


T CODE BLITZ CODES 

AN NFL BLITZ TRADITION CONTINUES WITH CODES APLENTY. 

You know the drill. As your NFL Blitz 20-02 matchup is loading, 
you can change the icons at the bottom of the screen by pressing 
the L, R and A Buttons, then cap off a hidden code with a tap of 
the Control Stick in a particular direction. The results of correct 
code entry will appear on the screen. 

CODE MANAGEMENT 

You’ll be able to enter several codes before the game begins if you 
give yourself more time. 

L R A DIRECTION RESULT_ 

2 1 2 RIGHT MORE TIME TO ENTER CODES 

SPECIAL TEAMS 

Your team can take on a number of different looks and attrib¬ 
utes. Some are subde changes, while others are big and bold. 

L R A DIRECTION RESULT _ 

0 2 5 UP _ CHIMP MODE _ 

1 3 5 LEFT _ TEAM: COWBOYS _ 

0 4 5 LEFT _ TEAM: INDIANS _ 

2 5 3 RIGHT _ TEAM: MIDWAY_ 

2 5 4 UP_TEAM: ROLLOS _ 

3 1 0 UP _ TEAM: BILDERS _ 

4 0 3 RIGHT TEAM: CRUNCH MODE 

4 3 2 DOWN _ TEAM: BREW DAWGS _ 

5 0 1 UP_TEAM:GSMERS _ 

3 4 4 DOWN _ TEAM:NEO TOKYO _ 

5 4 3 RIGHT TEAM: ARMAGEDDON 

RULE CHANGES 

The Butter Fingaz code turns the game into a vrild rugby-style 
exercise. The No Punting and No First Downs codes give teams 
all-or-nothing possessions. 

L R A DIRECTION RESULT_ 

1 4 1 UP _ NO PUNTING IF TEAMS AGREE 

2 1 0 UP _ NO FIRST DOWNS IF TEAMS AGREE 

2 1 1 LEFT _ ALLOW STEPPING OUT OF BOUNDS 

3 4 5 UP BUTTER FINGAZ 

GAME PLAY CHANGES 

The Extra Time Enabled code gives teams more time to interaa 
after the ball is dead. The No Highlight Target Player code guar- 


L R A DIRECTION RESULT_ 

0 0 1 RIGHT _ EXTRA TIME ENABLED _ 

0 1 2 DOWN NO CPU ASSIST IF TEAMS AGREE 

0 2 1 RIGHT _ SEE MORE FIELD _ 

3 1 4 DOWN _ SMART CPU TEAMMATES 

3 2 1 DOWN _ NO HIGHLIGHT ON TARGET PLAYER 

3 3 3 DOWN _ EXTRA PLAYS FOR OFFENSE 

5 5 4 RIGHT_NO REPLAYS _ 

0 3 0 LEFT _ CLASSIC BALL _ 

0 3 0 DOWN _ CHROME BALL _ 

5 5 5 LEFT _ WEATHER: SNOW 



ENHANCED ABILITIES 

Power up your players and keep them from tossing interceptions 
with a load of ability-enhancing codes. 

L R A DIRECTION RESULT _ 

0 3 2 LEFT FAST RUNNING SPEED 

4 1 5 UP _ INFINITE TURBO _ 

0 5 4 UP _ SUPER BLITZING _ 

1 2 3 LEFT _ SUPER FIELD GOALS _ 

2 4 0 LEFT FAST PASSES 

3 5 1 RIGHT _ SHOWTIME _ 

3 5 5 UP _ NO INTERCEPTIONS_ 

4 2 3 DOWN _ NO RANDOM FUMBLES _ 

4 1 2 UP POWER UP OFFENSE 

4 2 1 UP _ POWER UP DEFENSE_ 

5 2 1 UP POWER UP LINEMEN 

SIZE MATTERS 

Change the size of the player-controlled character’s features or 
give your whole team big heads. 

L R A DIRECTION RESULT _ 

0 2 5 LEFT _ BIG FEET _ 

2 0 0 RIGHT_BIG HEAD _ 

1 4 5 LEFT _ HUGE HEAD _ 

2 0 3 RIGHT TEAM BIG HEADS 

T CHANGE OF CHARACTER CODES 

GIVE THE PLAYER-CONTROLLED CHARACTER A NEW LOOK WITH ONE OF SEV¬ 
ERAL NAME/PIN COMBINATIONS. 

NFL Blitz 20-02 is nor just for football players. Dolphins 
and pirates can play, too. At the beginning of Exhibition 
games, you have the opportunity to enter a name and PIN 
for record keeping. If you use one of the name/PIN combi¬ 
nations listed below, the character you control will change 
from a football player to some other type of character. 
You'll notice that some of the character types and PINs refer 

NAME PIN _ PLAYER _ 

COWBOY 1996 _ COWBOY _ 

INDIAN _ 1992 _ INDIAN _ 

ROBOTS 1970 SILVER ROBOT 

ROBOTR _ 1974 _ RED ROBOT _ 

CLOWN _ 19M _ CLOWN _ 

DOLPHIN 1972 DOLPHIN 

RBL-DBN 9669 _ FAT PLAYER_ 

VIKING _ 1977 _ VIKING _ 

BEAR _ 1985 _ BEAR 


EAGLE 1981 EAGLE 



PINTO _ 1966 _ PINTO 


PIRATE _ 2001 _ PIRATE 

RAM _ 2000 _ RAM 

TIGER _ 1977 _ TIGER 


WEATHER: RAIN 


1220 


CLOWN 
































































USE A PAIR OF STATUES TO TRIGGER AN ELEVATOR IN KARIM’S CHAPTER. 

In his search for the Gift: of Forever, Karim encounters several 
lai^e groups of attackers and a few head-scratching puzzles. The 
first puzzle deals with a hidden ele\ator and two mysterious 
Statuettes. After you collect the Tome of Eternal Darkness and 
take on the first group of attackers, you’ll descend into a passage 
that holds a Statuette of a Man and another group of attackers. 
After you fight the foes, take the Statuette and climb the ladder 
at the other end of the passage, you'll emerge in a room with 
three circular designs on the floor, a descending ladder that is 
blocked by a force field and a curious centerpiece. Place the Stat¬ 
uette on one of the circular designs to weaken the force field, 
then climb the ladder down to another passage. The passage will 
lead you to another Statuette and another big battle. Add the 
Statuette to your inventory and return to the room that has the 
circular patterns on the floor. Place the Statuette on one of the 
two available circular patterns, then guide Karim to the third pat¬ 
tern. The weight of the two Statuettes and Karim on the three 
circular patterns will trigger an elevator to emei^e from the cen¬ 
ter of the room. You can take the elevator to the temple's next set 
of challenges. 



LEARN THE RELATIONSHIP OF THE ALIGNMENTS IN MAX'S CHAPTER. 
Maximillian Roivas uncovers the Lurking Horror below the 
Roivas Family Estate in his chapter. He also learns how the m^- 
ickal alignments relate to one another. You’ll find the first puzzle 
that deals with alignment in the dining room, on the groimd 
floor. A painting above the mantle shows the relationship of the 
alignments—red beats green, green beats blue and blue beats 
red—and a riddle that asks you to select one of four rune 
plaques. When you selert the plaque of the color that beats the 
object of the riddle, a passage to the secret workshop will open. 
After you collect the Tome of Eternal Darkness, you’ll find a rune 
near the stained-glass window on the second floor and you’ll 
have two separate battles with Horrors. Then you'll be ready to 
test your knowledge of alignments again. There is a magick sym¬ 
bol on the wall, on the opposite side of the grand staircase from 
the dining room door. Stand next to the symbol and cast the 
Remove Invisible spell, using the alignment that beats the color 
of the symbol. The spell will reveal the door to the basement and 
give you access to the mysteries below. 



If the symbol on the wall is green, use the Reveal Invisible spell with the 
Chattur'gha alignment to make the door to the basement appear. 


T REVEALING CLUE tip 


T COMBAT WITH KARIM strategy 

GO UP AGAINST AN ARMY OF ZOMBIES WITH QUICK SLICING AHACKS. 
Combat rises to a new level in Karim’s chapter. At the beginning 
of the chapter, you’ll have a single Tulwar and a collection of 
Chakrams. As the chapter progresses, you will earn a second 
Tulwar and a Ram Dao broadsword. Karim is master of the 
blade—swift and creative, with several different moves. You’ll 
find that there is no need to use the combat system’s targeting 
feature when fighting large groups of Zombies with Karim—just 



USE REVEAL INVISIBLE SPELL TO FIND A CHAPTER IN A DRESSER. 

After you finish Maximillian’s chapter, have Alex use the Reveal 
Invisble spell to collect the next section of the tome. Examine the 
clock on the table in the foyer to find the Dresser Key, then go 

has a small triangular design where the keyhole should be. 
Standing next to the dresser, cast the Reveal Invisible spell using 
the alignment that beats Pious’s alignment. If you don’t remem¬ 
ber Pious’s alignment, you’ve got three choices. Cast the spell 
with different alignments until you reveal the keyhole. Unlock 
the dresser and remove the page and Revolver. 
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▼ CRAZY CONTROL CODES 

MANIPULATE THE CAMERA AND ADD A SPEED INDICATOR. 


By plugging a Controller into the GCN’s third Controller port, 
you can look at the aaion with several new views and to^e on 
a speed indicator that appears in the lower-right comer of the 
screen. During game play, plug the Controller into the third port 
and input any of the codes shown below for crazy results. 

CODE _ RESULT _ 

HOLDR, PRESS Y _ DEMO CAM _ 

HOLD R, PRESS 8 _ FIRST-PERSON VIEW _ 

HOLD R, PRESS A _ CAMERA RESET 


HOLD R, PRESS X, X, X, X, X ENABLE SPEED INDICATOR 



With a Controller in the third port, press and hold R, then press B. \bu'll see 
the action from the driver's view. Hold R and press B again to turn around. 



ENABLE CHEAT MODE AND USE IT TO UNLOCK A LOAD OF FEATURES. 


Last month, we brought you individual passwords that gave you 
unlimited health, ammo and security passes. This month, we 
have another way to unlock everything in the game and a pass¬ 
word combination that does it all. Enter NRYRDDS as a pass¬ 
word to enable cheat mode, then enter any of the cheats listed 
below to give yourself a strong advantage. 

PASSWORD RESULT _ 

NRYRDDS ENABLE CHEAT MODE 

PWORD DISABLE CHEAT MODE 

CHEAT _ RESULT _ 

ALL UNLIMITED HEALTH, WEAPONS, AMMO AND 

MAPS (LEVEL SKIP ENABLED) 


HEALTH HEALTH NEVER DIMINISHES 



KEYS START WITH EVERY SECURITY PASS 

MAPS _ START WITH EVERY LEVEL MAP 


SKIP USE MAPS TO SKIP LEVELS (PRESS SELECT) 




▼ SPYHUNTER TV CODES 

UNLOCK A PAIR OF BONUS MOVIES, INCLUDING A SALIVA MUSIC VIDEO. 
Hard-rocking band Saliva covers the Peter Gunn theme in an 
unlockable music video in SpyHunter. A music-backed gallery 
of concept art is also hidden. On the Profile Menu, enter 
GUNN as your agent name. You’ll hear a chicken-clucking 
sound effect and the name will disappear. Enter a different 
name in the same slot and press the A Button to go to the main 
menu. Once there, select System Options then go to the Extras 
area and choose the Movie Player. The Movie Player will show 
the name of an available movie sequence. Press Left or Right to 
cycle through the titles. The titles of the movies that are cur¬ 
rently unlocked will be highlighted. To watch the Saliva video, 
select Saliva: SpyHunter Theme and press the A Button. You 
can unlock the Early Test Animatic video by entering WOODY 



Enter GUNN as your Agent Name, then enter another name in the same 
slot. Select System Options/Extras/Movie Player and single out the 
Saliva: SpyHunter Theme entry to watch a full Saliva video. 


T KONAMI COLLECTOR’S CODE CODE 

USE THE CLASSIC KONAMI CODE IN SIX GAMES FOR DIFFERENT RESULTS. 
The Konami code strikes again—six times in one Game Pak! 
On the title screen of any game in the Pak, press Up, Up, Down, 
Down, Left, Right, Left, Right, B then A. Sound effects will con¬ 
firm correct code entry. If you're playing Proper, Scramble or 
Gyruss, you'll be treated to new, updated graphics by using the 
code. Time Pilot gives you a new advanced stage—the prehis¬ 
toric level. Yie Ar Rung Fu gives you additional fighters, which 
you can select in a two-player game or after you've gone through 
a full slate of enemies in the single-player game. If Rush'n 
Attack is your game, the code will conjure up seven lives for you 
instead of the usual five. That's one powerful key combination. 


CODE _ RESULT 

UP. up DOWN, DOWN. LEFT. RIGHT, LEFT. RIGHT. B, A VARIES 



Improve the look of Frogger and two other Konami Collector's series 
games by entering the Konami code on each game's title screen. 
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▼ POWERFUL START 



CODES 

BEGIN WITH KEYS, POTIONS OR CASH AFTER USING ONE OF TWO NAMES. 
You’ll begin your journey through the eight magical realms with 
an advantage if you choose one of two useful names for your 
charatter. Start a new game and enter ALLFUL as your charac¬ 
ter’s name, then select any of the available fighters. When you 
drop into the world, you'll have nine keys and nine magical 
potions to your name. If you’d rather have gold, enter looooK as 
your name to start with 10,000 gold pieces. 


NAME 

RESULT 


ALLFUL 

START WITH FULL POTIONS AND KEYS 

10000K 

START WITH 10,000 GOLD PIECES 


When ALLFUL is your name, you'll start 
nine potions. After you complete each c 
potions will be replenished. 

: your adventure with nine keys and 
irea, your supply of keys and 

T COSTUME CHANGES 

CODES 

GIVE YOUR FIGHTERS A VARIETY OF NEW LOOKS BY USING CUSTOM NAMES. 
Gauntlet: Dark Legacy starts with a lot of character/costume 
choices, and the options grow when you know any of more than 
20 special character names. Start a new game and use one of the 
names listed below as the name of your character. The game will 
skip the fighter selection process and begin with a special ver¬ 
sion of one of the fighters under your control. 

NAME 

FIGHTER 

1 CHARACTER 

BAT900 

KNIGHT 

BATTLE GENERAL 

TAK118 

KNIGHT 

NINJA 

STG333 

KNIGHT 

REGULAR GUY 1 

CSS222 

KNIGHT 

REGULAR GUY 2 

ARV984 

KNIGHT 

REGULAR GUY 3 

DIB626 

KNIGHT 

REGULAR GUY 4 

RIZ721 

KNIGHT 

QUARTERBACK 

SJB964 

KNIGHT 

MARTIAL ARTIST 

DARTHC 

KNIGHT 

BLACK-CLAD VILLAIN 

KA0292 

KNIGHT 

WOMAN IN ORANGE SKIRT 

TWN300 

VALKYRIE 

TOWN GENERAL 

AYA555 

VALKYRIE 

JAPANESE GIRL 

CEL721 

VALKYRIE 

CHEERLEADER 

MTN200 

WARRIOR 

MOUNTAIN GENERAL 

CAS400 

WARRIOR 

CASTLE GENERAL 

RAT333 

WARRIOR 

SKAVEN WARRIOR 

6ARM99 

WIZARD 

WIZARD VARIATION 1 

GARMOO 

WIZARD 

WIZARD VARIATION 2 

SUM224 

WIZARD 

SUMNER 

SKY100 

WIZARD 

SKY GENERAL 

DES700 

WIZARD 

DESERT GENERAL 

1CE600 

DWARF 

ICE GENERAL 

STX222 

JESTER 

STICK FIGURE 1 



T INSTANT ADVENTURE CODE 


JUMP TO ANY LEVEL IN AN INSTANT WITH A STAGE SELECT CODE. 

You can cut to the chase in Jackie Chan's cartoon adventures by 
entering a stage select code at the title screen. Press and hold the 
R Button, then press B, A, Left, Down, Up and Right. A sound 
effect -will indicate successful code entry and a list of 14 stages 
will appear. Press Up and Dovra on the Control Pad to highlight 

CODE _ RESULT 

HOLD R, PRESS B, A, LEFT, DOWN, UP, RIGHT STAGE SELECT 


Drop into the middle of Jackie Chan's battle with cartoon thugs. Enter the 
stage select code from the title screen, then choose from 14 stages. 



T ALL-STAR ADDITIONS 

CODES 

REPLACE YOUR TEAM WITH A SECRET ALL-STAR SQUAD. 

Season play for the SIK Baseball game includes a cheat code 
option. If you know the right retail store-friendly codes, you can 
replace every member of your team with a fictional all-star. Select 
season play, access the cheat code selection screen, then enter 
the cheat codes shown below to build your team. 

CHEAT CODE 

ALL-STAR 

TARGETPLYR 

GEORGE STOCKS-P 

TOYSRUSCOM 

MATEO DEMONI C 

BESTBUYSTR 

MICHAEL QUINCE-IB 

SIKSTAR 

EDDIE PENN-2B 

GAMESTOP 

KEITH FISHER-3B 

BAMSTAR 

RILEY WATERS-SS 

SIKPOWER 

TECUMSEH BROWN-LF 

EBRULES 

NATEOGEOONI-CF 

GOCIRCUIT 

MARK MODESTO-RF 


T GRIDIRON GREATS 

CODES 


FIELD A FEROCIOUS IRON MAN SQUAD WITH ALL-STAR CODES. 

Not to be outdone by its baseball counterpart. Sports Illustrated 
for Kids Football features a selection of nine cheat code all-stars. 

CHEAT CODE _ ALL-STAR _ 

CIRCUIT FUN _ MARKHARUF-QB/SS _ 

BAMPLYR _ MAC MARSHALL - RRB/FS 

TARGETSTAR _ RYAN HUNTER-RRB/SS _ 

SIKPOWER _ ROB LEWIS - LRB/ROLB 

EBPLAYER EDDIE BROWN - LLB/ROLB 

SIKSTAR _ SANDY SANDERS - RE/LOLB 

TOUCHDOWN _ SAMMY RIVERA - LE/RILB 

RZONESTAR _ HAL CHURCH-LG/LOLB 




JESTER 


STICK FIGURE 2 


BESTBUYPWR 


























































CODES 


TIP 


T RAGING CHANGES 

USE CODES TO CHANGE THE CARS, DRIVERS AND PASSENGERS. 

You don't have to wait for the winter holidays to celebrate with 
the Simpsons. As we have reported in the past, there are four 

on four different holidays. You can drive with those characters, 
and a few more, by entering codes. Highlight the Options 
menu, press and hold the L and R Buttons, then press B, B, X 
and A. You'll hear a short confirmation sound. Release the L 
and R Buttons and back out of the Options menu by pressing 
the B Button. After you select a Road Rage game or a Sunday 
Drive, you'll notice that the character selection screen won't 
have changed. Select any character and press A to confirm. 
When the action starts, your racer will be a Halloween version 
of the Honor Roller, with Frankenstein Bart behind the wheel. 
Other unusual drivers include Smithers (usually the enemy), 
Krusty (in New Year's celebration mode) and Apu (as Santa 
Claus). All of the codes shown work the same way, with differ¬ 
ent driver/passenger results. The Flattened Passengers code 
gives you the normal selected car and driver, but you'll pick up 
paper-thin passengers. 

CODE_ALL-STAR _ 

HOLD L+R, PRESS B, B, Y, Y SMITHERS DRIVES _ 

HOLD L+R, PRESS B. B, Y, A DRIVE THE NUCLEAR BUS 
HOLD L+R, PRESS B. B, X, Y NEW YEAR'S DAY KRUSTY 
HOLD L+R, PRESS B, B, X, A HALLOWEEN BART _ 

HOLD L+R, PRESS B, B, X, X THANKSGIVING MARGE _ 

HOLD L+R, PRESS B, B, X, B CHRISTMAS APU _ 

HOLD L+R, PRESS B, B, Y, X RED BLOCK RACER 
HOLD L+R, PRESS X, X, X, X FLATTENED PASSENGERS 



▼ BRING IN THE RESERVES CODE 

START WITH 10 LIVES, INSTEAD OF THREE, WITH A SPECIAL PASSWORD. 
Your helicopter heroics will get a major boost when you enter 
the password that gives you a fleet of lo choppers. At the main 

Enter BS9JS27 and press A again. If you have a password for 
an advanced level, enter it next. Then press the Start Button 
and begin. When you pause the action to look at your status, 
you'll see that you have more than three times the normal 
number of helicopters in reserve. 


T PERPETUAL PEDRO 

KEEP YOUR PITCHERS RESTED WITH SHORT STINTS ON THE DL. 

When you're making your way through a season, pitchers usually 
need about four days of rest between starts. You can remedy your 
short-armed pitching woes with one easy maneuver. After your 
ace pitches, his status will switch from “Healthy" to “Needs 
Rest." Go to the Disabled List, through the Team Manage¬ 
ment/Roster Management menus, and put your ace on the 15-day 
DL. Then put him back onto your active roster. His status will 
switch back to healihy and he'll be ready for your next game. 



After a long outing, your pitcher's status will read "Needs Rest." Put him 
on the DL, then put him back onto your active roster. He'll spring back to 
full health in an instant, ready to pitch nine more innings. 


▼ SLAVE TO STAR WARS CODES 

UNLOCK BOUNTY HUNTER BOBA FEH’S SLAVE 1 AND TWO BONUS MISSIONS. 
While Boba Fett's father, Jango, joins the battle on the big screen, 
you can tear through Rogue Squadron II in the younger Fett's 
Slave 1 ship. On the passcode entry screen, enter PZTAPBSY as 
your first passcode, then enter IRONSHIR R2-D2 will confirm 
successful code entry. When you start playing, you'll be able to 
pilot the Slave 1 in five of the original 10 missions: Ison Corridor 
Ambush, Razor Rendezvous, Vengeance on Kothlis, Raid on 
Bespin and Battle of Endor. You can also showyour blasting and 
maneuvering skills in two unlockablc bonus missions. Enter the 
passcodes that unlock the 10 original missions, then enter the 
codes for the Asteroid Field and Triumph of the Empire mis¬ 
sions. You'll find the Asteroid Field mission above Battle of Hoth 
on die mission select screen. Single out Battle of Hoth, then 
press Up on the Control Stick. The Triumph of the Empire mis¬ 
sion is above the tenth mission: Strike at the Core. 

PASSCODES _ RESULT _ 

!??QWTTJ CLASSIC _ ALL 10 ORIGINAL MISSIONS 

TVLYBBXL NOWARIII ASTEROID FIELD 

AZTBOHII OUTCAST! _ TRIUMPH OF THE EMPIRE 

PZ7APBSY IRONSHIP UNLOCK SLAVE 1 SHIP 
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T LIVING WITH THE ZOMBIES STRATEGY 

KNOW WHEN TO SHOOT THEM, WHEN TO WALK AWAY AND WHEN TO RUN. 
The makers of the Resident Evil series coined the term “Sur¬ 
vival Horror.” The goal of the game is to survive, not necessar¬ 
ily to defeat every zombie that crosses your path. Since you 
have limited ammunition, you may want to conserve bullets at 
times and run past the zombies instead of defeating them. You 
can also knock a zombie to the ground with a couple of shots 
and walk around the creature before it gets up again. The zom¬ 
bies that you should finish off are the ones that you expect to 
see time and time again. The hall that connects to the upper 
floor of the dining room and leads to the medical supply room 
on the ground floor is a good place to defeat all zombie attack¬ 
ers. If you defeat zombies by firing at their heads, they will be 
out of your way for good. If you defeat them with shots to the 
body, they will come back to life after several minutes. The only 
way to make sure that a downed zombie (head intact) won’t 
come back is to bum the body with kerosene. After you collect 
the Fuel Canteen, fill it up and return to any zombie bodies 
that you wish to burn. 



The hall and staircase between the dining room and medical room is a good 
place to defeat all zombies. Blast them, then burn them with kerosene. 


▼ AN ATTRACTION TO SHINY OBJECTS STRATEGY 

SEARCH EVERY ROOM AND PASSAGE FOR KEYS, AMMO AND OTHER ITEMS. 

very detailed, it’s always easy to see where a collectible item is 
placed. If you look at a scene for a few seconds, you will notice 
that most items that you can pick up shine brightly in the 
bacl^round. Also, if you have entered a room that contains 
collectible items, the room will appear orange on the map. 
After you have collected all of a room’s items, the map image 
will change from orange to blue. Since you have slots for a lim¬ 
ited number of items in your inventory, you may not want to 
pick up every item that you find. If you find an item but don't 
want to carry it, leave it where you found it and pick it up later. 



T SAME SLAMMERS, NEW LOOK 

TRANSFORM THE TEAMS WITH A HIDDEN CODE. 

Most Sega Soccer Slam codes are revealed on the concept art 
pieces that you can purchase with your winnings, as we reported 
in Volume 158. At least one powerful code is not part of the art 
exhibition. On the tide screen, press X, Y, Down, Down, Down, 
Down. The message “All Alt. Opened” will confirm correct code 
entry. After you pick teams and start a game, you’ll see that play¬ 
ers will have taken on new looks that reflect the reputations of 
their teams. The members of Sub Zero are made of snow. The El 
Fuego squad members are demons. Spirit players are skeletons. 
Tsunami players are frogs. The Volta squad members are robots, 
and the members of team Toxic are aliens. If you want to make 
the players return to normal, go back to the tide screen and enter 
the code again. 



Enter X, Y, Down, Down, Down, Down on the title screen to make the play¬ 
ers into alternate versions of themselves. 



T INSTANT ELECTOONS CODE 


SAVE EVERY ELECTOON IN AN AREA WITH A SIMPLE CODE. 

Before you can advance to the end of Rayman’s GBA adventure, 
you must save every caged Electoon in each of the game’s 16 
levels. If you haven’t saved all Electoons in a given level, it will 
appear on the stage select screen as a flat circle with a moonlike 
surface. You can use a code to change the Electoon status and 
the look of the stage in an instant. Position Rayman over the 
circle, press and hold the Select Button, then press the B But¬ 
ton. You will free all of the Electoons and the stage will tran- 
form into a smiling purple ftcc. If you select the stage, you’ll see 
that all of the Electoons and their cages are gone. 



Place Rayman over an Electoon-populated stage, press and hold Select and 
press B. All of the Electoons in the stage will be saved. 
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Nintendo Power subscribers have the 
opportunity to join the Project FUN club 
• at a rate of $15 U.S., in addi- 
lal Nintendo Power subscrip- 
2S. Non-subscribers and subscribers 
ted in renewing can join Project 
I FUN for an annual fee of $30 U.S. and 
receive a Nintendo Power subscription as 
part of the deal. Signing up for the club is a 
snap. You’ll find all die information you 
need on the website. When you register for 


I for a full ye: 


membership for the $15 U.S. Nintendo 
Power subscriber rate. Nintendo Power’s 
new monthly Fundamentals column will 
provide you with the latest news about the 
Projea FUN club and offer advice about 
the current projects, including instructions 
for creating additional fun features. 
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SEGA SLAMS ANOTHER SATISFYING 
SPORTS GAME ONTO THE 
NINTENDO GAMECUBE, 

, BEACH VOLLEYBALL-STYLE. 
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Two tournament modes allow 
one player to hit the beach in 
style. Arcade Mode lets you 
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tournament that allows you to 


Vs. Mode lets you play a single 
match against the CPU or a 
friend. Vs. Mode is also home to 


r>£CK THE BEACH WITH 
BALLC OF VOLLEY 
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)uVe never played beach volleyball before, let us introduce times, and a player can’t hit the ball twice in a row. Beach Spik- ! 
to the basics. The game is played on a sand court with two ers has several different modes of play and throws in a 
ers to a team. A team can hit the ball a maximum of three of beach-themed minigames for laughs. 


HOW G12EEW le MY VOLLEY? 


Before you dive into the beach volleyball action, you should try 
I out Tutorial Mode. The game relies on just a few button combi- 


GET YOUl? GEWE UP AMD 



THE FAGTEGT WAY TO HIT THE BEACH 


I In i^cade Mode you can play a short, eight-team tournament in CPU's skill level, the number of points you start with and more 
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After setting the ball for your 
partner, run to her side at the 
net—it will improve your 
chances of returning a 
blocked spike from your 

close to the net. A fast recov- 
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WorldTour Mode letsyouparticipatein a i6-teamtournament by the CPU, and she won’t be very good at all until you earn . 


C15EATE YOU12 VEISY OWW 
BEACH SPII^EISS 

/ / / ml _ ! ''ou get five points to assign your 

partner at the start. She has 

categories, and all are . 

assigning her Receive, toss^and'' ^ 

TOU12 THE WOlSLB, 

PLAY TO WIW 

World Tour has eight stops 
greatest silly theme^courts. Your 

ti. courL and other courts feature 

. ^"^^®rido and Holiday 



-r.-,. 

COWVEISCATIOW BOOCTC I 

TO THE WIWWEPC GO S 


TEAMW015|.i 1 

MOPE GPOILG 












































in motocross led by the ineogiparable Mike I 
s, Stefy Bau, Brian Deegan, Greg ‘^bee" Albertyn, Cliff I 
jessica Patterson and former Pace announcer Leeann Twei 
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Summer is m fid swing, and what better way tii eniey the rays than by sendng a group of adventurers 
into a dark, dank underground maze? Wizardry: The Summoning is the newest Game Boy Advance titie 
from Natsume, and we're reveaiing aii you need to know about assembiing a party and entering the 
first dungeon. Ute're aiso hoiding court with the ^ic Forum, as we hear your take on the return of 
Square to the Nintendo famiiy and answer other pressing questions. 




















Grab youp GBA and get ready far a good old- 


Wizardry: The Summoning. Like the other 
Wizardry titles (including two on the niES and 
one on the Super NES), the game boasts hard¬ 
core RPG actien, hundreds ot different items and 
dungeons so difficult they make the Epic Center editers 
I weak in the knees. But 
. J never fearl we've assem- 
» < ' i ^ bled an Epic Tactics special 

i that will give yeu a leg up 
I on beasts ot the darkness. 



RACE TO THE FIHISH 



Before you start questing, you must assemble a party. Parties can 
contain up to six members from five races. Once you've chosen a 
race, you can give you character an additional six to 24 Attribute 
Points, depending on a roll of the dice. You can leave the 


Attribute Point screen (located in the Training Hall) and reenter 
as many times as you want, so make sure that you get a high roll. 
If you end up with fewer than 14 points, back up one screen and 
try again. 


Human 

Humans are the middle ground when it comes to the different races. They don't excel in any one category, but they don't have any glaring 
weaknesses either. Humans can take on any job they want, although their Piety rating isn't so hot. If you want to create a Priest, Lord or 
Bishop, you should look for another race. 

Elf 

The graceful Elves are natural spell-casters and have the highest IQ and Piety ratings in the game. Elves make excellent Mages, Priests or 
Bishops, but you'll need a lot of extra Attribute Points if you want to create an Elf Lord. Unfortunately, Elves aren't very strong and have 
poor vitality ratings, so keep them out of direct combat. 

Dwarf 

Short, stocky and very, very tough. Dwarves are natural fighters. They have high Strength and Vitality ratings and are well suited for hacking 
and slashing. Strongly consider having at least one Dwarf Fighter or Samurai In your party—they can lead the group and take damage while 
the rest of your crew brings the hurt from a safe distance. 

Gnome 

Gnomes are naturally curious creatures with high Piety and Agility ratings but not much else to brag about. Surprisingly, Gnomes make 
excellent Summoners (the most powerful job in the game) although Elves are more naturally suited to the task. Don't feel like you have to 
take a Gnome along-your party should be just fine without one. 

Hobbit 

want at least one Thief in your party, and the Hobbit is a great choice. Besides, it's almost impossible to resist the temptation of creating a 
Hobbit Thief named Frodo or Bilbo-so feel free to do so. 

Strength 

Fighters, Ninja, Samurai and Lords all demand high Strength ratings, but it's a helpful attribute for any character. Players with high Strength 
ratings earn a damage bonus when they strike an enemy. 

IQ 

Piety 

Vitality 

Agility 

Luck 

If you want to cast spells and summon creatures, a high IQ is a must. The higher the attribute, the more spells a magic user can memorize. 
Classes that don't use a lot of spells—such as a Fighter or Thief—can be dumb as a post without penalty. 

Do you feel the pain of others? Are you constantly trying to give aid to the sick and injured? If so, you might have a high Piety rating. Bishops, 
Priests and Lords all demand high Piety rankings, but other characters can safely ignore the category. 

The higher your Vitality, the more Hit Points you receive. As such, it's a good idea to give every member of your party a Vitality of at least 10, 
and preferably 12 or higher. Ninja and Samurai both need high Vitality ratings. 

Agility is another category that's useful for everyone. While a nimble character like a Thief must have high Agility, other classes will also 
benefit from boosted ratings. If you have a high Agility, you can both attack first and avoid many enemy strikes. 

Luck is the oddball category. It won't help you out in any direct way, but players with a high Luck rating tend to find lots of treasure and 
usually avoid enemy knockout blows. Luck also factors into whether enemy spells and breath attacks strike your character or not. 
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GET A )OB, HIPPY 

e and distributed A 



ribute Points, it’s time classes) to choose from, and you’ll want to consider them carefully 
ne different jobs (or before you form a party. Try not to have a party full of one particular 
class, and make sure that you bring a Summoner and a Thief along. 
Some jobs, such as the Lord's, won't be available until much later in 
the game. You can change a charaaer’s class (as long as you have the 
proper Attribute Points) by going to the Training area of the town. 
The chart below shows the reqmrements for each job. 


The bearded fellow at the Training Center will help you get a job an^... 
character. As you age, it will become difficult to switch classes-so do it early. 


Fighter 

Are you strong? Then be a fighter! While they won't win any Trivial Pursuit 
contests, good Fighters are invaluable to a beginning party. Fighters can use 
any weapon or piece of armor in the game. 

- 

11 

- 

- 

- 

- 

- 

Thief 

Mage 

Priest 

Bishop 

Summoner 

Ninja 

Thieves can open treasure chests, unlock doors and hide in the darkness. If 
j^ou attack an enemy from the dark, you'll do extra damage. They can use only 

neutral 
or evil 

- 

- 

- 

- 

11 

- 

A powerful Mage is one of the most intimidating players in all of Wizardry. 
Although Mages are initially weak and hard to use, they become invaluable at 
higher levels. A Mage can use only the most basic weapons and armor. 

- 

- 

11 

- 

- 

- 

- 

Strongly consider bringing a Priest along when you begin the adventure. In 
addition to learning healing spells, Priests can use a variety of weaponry. 

Once your Priest gains a few levels, change his or her job to a Bishop. 

good 
or evil 

- 

- 

11 

- 

- 

- 

Bishops learn both Priest and Mage spells and can also identify unknown 
items. Create at least one-even if he or she stays in town while you explore. 

good 
or evil 

- 

12 

12 

- 

- 

- 

Bring a Summoner. Trust us. A Summoner can call up and control monsters in 
battle, and summoned monsters are the most powerful force in the game. %u 
can bring only five characters if you wish to use a summoned monster in battle. 

- 

- 

12 

- 

- 

- 

12 

The mighty Samurai are the masters of agility. High-level Samurai can strike 
multiple times in one round and also learn Mage spells. It may take many tries 

good or 
neutral 

15 

11 

10 

11 

14 

10 

\t)u won't be able to create a Ninja right off the bat—your best bet is to take 
a Thief or Fighter and try to switch classes once your level increases. Ninja 
can often eliminate an enemy with a single blow. 

evil 

17 

17 

17 

17 

17 

17 

Lard 

ful figures that learn Prrest spells and can use nearly al? weapons and armor. 

Try to switch one party member to a Lord as early as possible. 

good 

15 

12 

12 

15 

14 

15 


THAT OLD BLACK mAGIC 


There are three magic types in Wizardry: The Summoning—Mage, 



spells, only Sun 

moner. While many classes learn Mage and Priest 
imoners can use the final type. You'll earn spells as 


FIREBALL 

inflicts 4 to 24 HP of damage on an enemy group. 


LIGHTNING 

Inflicts 3 to 18 HP of damage on an enemy group. 

Laticallywhen 

you level up—so a Level-4 Mage might leam Fear 

MAGIC WALL 

Lowers the effectiveness of all enemy spells and breath 

before Blink. Oi 

a the charts, note that AC stands for Armor Class. 






FEAR 

Increases the AC of an enemy group by four. 

ENEGY GL 

Inflicts 1 to 8 HP of damage on a single enemy. 


ICE BALL 

Inflicts 6 to 36 HP of damage on an enemy group. 

AR SHIELD 

Lowers caster's AC by two. 


FIRESTORM 

Inflicts 6 to 36 HP of damage on an enemy group, 

SLEEP 

Puts an enemy group to sleep. 







TERROR 

Increases the AC of all erremv groups by four. 

DARKNESS 

Increases an enemy group's AC by two. 


DEADLY AIR 

r 

1 

i 

BLINK 

Decreases caster's AC by four. 


ICE STORM 

Inf hcts 8 to 64 HP of damage on an enemy group. 


nintendopower.c 













































SUFFOCATE 


DISPEL 

Destroys undead monsters (works some of the time). 

INVISIBLE 

Decreases entire party's AC by four. 

WISH 

A powerful combat spell. The caster will lose one level 
each time it is used. \ou must be Level 12 or higher to cast. 

FREEZE 

Inflicts 34 to 98 HP of damage on an enemy group. 

TELEPORT 

Teleports the party to a designated coordinate in the 
labyrinth. 

DESIRE 

Choose from one of three wishes. Vbu must be Level 12 or 
higher to cast. 

NUCLEAR 

Inflicts 10 to 100 HP of damage on all enemies. 
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Iraj Downton from Aurora, Colorado, has spent a good deal of and Reflect to protect his Pokemon, and Spikes to harm his oppo- 
time at the Pokemon Center in New York. Iraj goes by the nick- nent’s Pokemon when they switch out. He also uses Pokemon like 
name EN at the center and online. He's brought us an interesting Snorlax and Jynx that really pack a punch when they're using 
team with a strategy he calls Sharp Windows. It uses Light Screen moves of their own type. 


The Colosseum is the place where Pokemon Trainers gather 
to show off their Pokemon teams. It’s also a place to learn 
more about training and battling Pokemon teams. 





light Screen halves the power of special attacks for five turns, even if the Pok^ 
mon diat used it switches out. Reflect does the same thing, but against regu¬ 
lar attacks. EN uses those moves to protect his entire team from dam^e, and 
lightweight Pok^on like Jynx certainly benefit from the precaution. Of 
course, once a Trainer sees Iraj use Reflea, he or she can switch to a Pokemon 
that has a good special attack. Spikes will damage the retreating Pokemon, so 
no matter what happens, Iraj will manage to hurt the opposing Kam. Iraj 
probably uses Spikes before he trots out Reflea or light Screen. 



\bu might have seen a Snorlax like 
EN'sbefqreJt's already pretty 

that Curse drags its speed down. 

higher defense and attack that 
Curse also grants make Snorlax a 
force to be reckoned with, 
especially when it uses the 


108 I POK^CENTER 


pokemon.com 












































Pokemon 4ever, the fourth movie, will hit dieaters Oaober ii, 2002, an 
52 new episodes of the Pokemon cartoon will begin airing on the Kids' WB! i 
September. If you're looking for new Pokemon accessories, clothes or school supplie 
look no further than your local Kmart stores. The retail chain is launching 1 
exclusive line of Pokemon gear just in time for the back-to-school season. Lots of c 


it your local Kmart store, look for the big sign featuring Ash, Pikachu 
In the special Pokhmon section, you'll find T-shirts, hats, gloves, 
d more, and all the designs are exclusive to Kmart stores. You can't 


When you visits 
andCharizard.ln 
backpacks and n 
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CONSTRUCTION ZONIE 

In Acclaim's Legends of Wresding, you can re-create plenty of fabled feuds 
between the game's 42 Hall of Famers. With the game’s Create Mode, you car 
also setde other classic rivalries such as Han Solo versus Princess Leia and Rocky 
Balhoa versus Cluhher Lang. You can even create the Incredible Hulk and pit him 
against Hulk Hogan! Try out the following recipes for disaster to create your own celebrity brawl. 



RING WAR!! 


HAN SOLO 


PRINCESS LEIA 




Slim down the male 
dress him up with a 



choose the female 

her over with Short 
Main. Dress her up, 
then grab weapons 
from under the ring 
until you find the 
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PLAYER^S POLL SWEEPSTAKES 



R- /• 

Q J| 

P r 












YOU CAN'T WIN 
IF YOU DON'T SEND IT IN! 
Official Sweepstakes Rules 


1 WINNER^„ii^ 

-0Jbm j:q-«rflePokemon Center in New York, where your 
-Pokemon dreams (KrHl come true with a $300 shopping 
spree, plus a Game Boy Advance Pokemon Center Exclusive 
Version! Then attend the N.Y. premiere of Pokemon 4l£ier 
and be among the first to see the movie ifTOctober 2002! - - 


1 □ WINNERS 
Prove your Pokemon 
mastei^ with your oi 
Game ^y Advajnce 
'P^kem^^Centir ^ 
Exclusive'Version. 




Third Prize 


50 WINNERS 
Gear up for your Pokemon 
battles with a Nintendo 
Power T-shirt. 


www.pokemoncenter.com 
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Air-to-air missiles are the weapon of choice for eliminating enemy aircraft. Air-to-ground missiles lock on to targets just like A2As, but they can strike 
Find a target and keep it in your sights until the missile locks on (you'll see a only ground forces—such as tanks and gunboats—or AAA guns, 
red square around the enemy), then fire it and forget it. 




AIR-TO-AIR MISSILES CA2A] 


AIR-TO-GROUND MISSILES CA2G] 






■MPMr 


RIDE INTO THE DANGER ZONE 
WITH THE FIRST ARCADE FLIGHT 
SIMULATOR FOR THE NINTENDO GAMECUBE, 
TITUS’S TOP GUN: COMBAT ZONES. 
FEATURING AUTHENTIC U.S. MILITARY 
FIGHTERS, REAL-WORLD LOCATIONS 
AND OVER 30 MISSIONS, TOP 
GUN IS SURE TO KEEP YOU 
FEELING THE G’S FOR A 
LONG TIME TO COME! 


You begin the game with only one fighter at your disposal: the F-14 Tomcat. As you take out bogies 
id save the day, you’ll earn medals that let you access new and more powerful types of planes. Some 
of the medal requirements are extremely challenging, so get your thumbs ready to rock and roll. 
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: COMBAT ZONES 












Rockets cannot lock on to a target, which means you must be facing your prey Bombs are useful in more ways than one. Besides having the ability to destroy 

when you launch the weapon. On the plus side, you can use rockets against entire enemy complexes in one shot,Jthe bombs' targeting reticule appears 


RUN AND GUN: lead pursuit 


AFTERBURNER ACTION 


The jet fighter is the most nimble, accurate piece i 
id a good pilot must use that maneuverability to hi 
irtant tricks will help you live to fly another day. 


STICK AND MOUE, STICK ANDMOUE 


GRAUITYIS YOUR FRIEND 



If you need to catch an enemy who's some distance away, get to a 
high altitude and then drop down. Gravity will pull on the aircraft and 
increase your speed past what you could get with engines alone. 
Once you're close to the enemy, pull up and hit the afterburners. 


ADMIRE THE FLIER WHO AUDIOS ENEMY FIRE 
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BARREL ROLL 


AIRBRAKE 



= C ACADEMY 5) 


(ACADEMY 4) 


The next two evasive maneuvers-the barrel roll and air brake-ai_ _,. 

ier on the Expert setting. To pull off a barrel roll, hold L and R (the flaps) and send the fightt 

press Right and Left on the Control Stick. ^ - 


If an enemy is on your tail... , —---- 

zjiping past you. To activate the air brakes, simply hold L and 




^DEMYl) 

Eliminate 10 tanks using rockets and guns. Maintain a high I r __— 

altitude so the tanks can't fire back. You are also armed _ AGADEMY 2 I 
with A2G missiles, but using them will lower your score. I V . ^ J 


]< 


..... “Lr 

get at your six. Use A2A missiles to take out the planes. 


ACADEMY 3) 


Mission4isamulti- 
facetecj affair. First, use 
yourA2G missiles to take 


After the AAA guns are gone, start bombing the chemi¬ 
cal plants. The plants consist of four buildings clustered 
together—drop a bomb in the middle to wipe them all 




There’s trouble brewing in the jungle, and only the power of the F-14 can save your allies. Use the skills you 
acquired in flight school to eliminate the threats. 











































MISSION 2 

GUNBOAT GUNNIN' 

Gunboats can cut vou to 
ribbons in a heartbeat. Use 
your A2G missiles to take 
out the floating baddies 
from a high altitude. If 
you’re looking for a gold 
medal, you may have to 
use the cannon. 




^MISSIONS 


CUT A SWATH OF DESTRUCTION 



As soon as the mission starts, hit your brakes and fly 
low to the ground. Take out AAA guns with your can¬ 
non until the first gunship appears in your sights, then 
hit the afterburners and fly up and out of range. Circle 
back around and eliminate the gunboats with A2G mis¬ 
siles, then clean up any AAA guns you might have 
missed. When the tanks appear, take them out with 
A2G missiles and bombs-or rackets if you must. Use 


%^MISSI0N 4 


GOOSE! GOOSE! BOGIE ON MY TAIL! 



.._jnd 20 A2A mis¬ 
siles, so make every shot count. You'll often get missiles on 
your tail, but they can be avoided with a jink or half roll. Don't 
worry about tracking down enemies in the beginning-just 
swoop through the sky and take out jets as they come into 
your line of fire. You'll r -' - 


^MISSIONS 

FLIGHT OF THE INTRUDER 



"^^Missioire 

GUNBOAT GOING DOWN 




, emaining bunkers with your 
cannons. Once the helicop- 
■ ■ ■ off, pound the 




Once you clear the first 


stage, enemy hueys will 
appear and circle the prison 
camps. Take them out with 

canys of enemy guardhous- 


enemy from three camps to 
























Take on 10 planes in a battle royal. You'll need to jink and 1 
roll often to survive. You'll have enough A2A missiles to 
take out the jets, but use cannons if you want a medal, f 


Twenty jets are on your 
tail! Don't worry about 
eliminating every single 
plane-concentrate on 
surviving the time limit 
and then shoot down 
planes when the oppor* p 

tunity arises. 1 


1 Defend a building from [ 

enemy tanks. Use your 

1 radar to find which units 
areclosesttothebuild- 

first, then work your way 

1 two waves of foes. 


(academy?" 





ACADEMY 8) 

[ACADEMY 9) 


r iiminraau ia'N— I You're fighting two instructors, and all you have are car 

ACADEMY IDy -i nons.Dropintothecanvontoshate^^^^^^ - 



ilsiagiUfflEswsmg: 


■the Hornet. Its fast, m 


%^MISSIDN1 


HOT TIME IN THE CITY WATCH FOR COLLATERAL DAMAGE 



Your first priority—despite what the commander tells you—should After the guns and copters are no more, use bombs and rockets on 

be to take down the eight helicopters. Once you've done that, fly the remaining forces. AAA guns can't shoot low to the ground, so 

low through the city and blast the AAA guns to dust. you'll be safe as long as you hug terra firma. 
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COMBAT ZONES 





































Take out the AAA guns while you're waiting for the Zii trucks to As soon as the two Zil trucks are in place, unleash your bombs on 

arrive. Don't fly too high or you'll end the mission. The bar on the the buildings. Hueys will attempt to guard the bio weapon factories, 

right-hand side of the screen will warn you if you're too high up. so have your A2A missiles at the ready. 



Two different helicop- 

you're fighting the 
SCUDs. Use A2A mis¬ 
siles on the choppers 


then return to the 
SCUDs. 


destroy'Three ground 

as you can before drop¬ 
ping your bombs. You 
may have to descend 
through cloud cover to 
see the targets. 
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UJO^ 



\ 1 / 


uflumi 

Hi o 









I Map Key 

0 PINEAPPLE GRENADE 

1 ©HEALTH 

O PICTURE FRAME 

©extra LIFE 

©WEAPON UPGRADE 


















































To avoid Dr. Pestus's ramming attacks, doL 
the A Button to flip you car onto the top o 
screen. During his aerial bombing runs, timi 
backward jumps so you'll avoid the last bo 

S '> before he exits the screen. Of 
you should also blast him 
eryou get a chance. 


'iggyback Ride 
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SAMiESOyACA^ANicE CAPCOM 
























































































































































' b i b E N 



Experience the action, the intrigue 
and the fight of your life in this 
brand new chapter of Resident Evil. 
Hosts of deadly zombies, countless 
traps and lurking horrors: will 
their discovery take you closer to 
the source of the Resident Evil or 
lessen your chances of survival? 



capcom. 

























^ I CAN TACK ^ 
THIS UP IN My 
DRESSIN' ROOM. 


HMMM 


A\A/RIGHT. 














^ING DEDEDE' 
DROPPED 


' THAT MUST BE THE ' 
MONSTER THAT ATE 
ALL THE SHEEP/ , 


GET BACK IN 
yoUR TANK, 
V'OVERGROWN 
APPETIZER/ 


HOLV 

CALAA^ARI/ 


FIND THE RECEIPT 
FOR THIS THING, 
'CAUSE I WANT 
^A^ONEV BACK/ 


AAAAAH/ 















WHERe DID VOU GET 
THAT S^/ARPSTAR? 
THAT'S THE SOURCE 
KIRBY'S POWER. 









WaBfeteiKfflil 





^ THAT'S Klf?By‘S COPV^ 
ABILITY. AFTER INHALING 
AN OPPONENT, KiRBy 
TAKES ON ITS ABILITIES. 
KIRBY'S NOW BECOME 
FIRE KIRBY/ 




g . 










IT SEEMS THEIR PUFF'i 
^INK VISITOR IS A STAR 
S^ARRIOR, AFTER ALL^ 


I WISH V'COULD'V 
STAVED AROUND 
LITTLE LONGER, 
K/RBV. 


WE'LL A^AKE 
SURE THAT 
DON'T HAPPEN/ 


G'SVE, KIRSV/^ 
THANKS FOR 
SAVING US/ 
COA^E BACK AND 
V VISIT/ / 


'^'^VELL, LOOKS LIKE^^ 
V'WON'T BE LEAVING, 
KIRSV. V'WANNA STAV 
WITH US? 



























ycu fffund the ^ 

Ocariml 


The Ocetrim mspireA hy the Le^enJ ef letda'^ h mW enJaUMel 

Easif to Ptaif ~ a well-tuned and finely crafted 
musical instrument! 

Includes a Son^book and Tutorial with simple 
finger notation for many songs and fancy tricks, 
plus Lullabies, Serenades and Minuets! 

Made from high-fired Ceramic in 3 styles: 

• Su/eet Potato (octave+i) 

• Extended Kan^e Sweet Potato (octave +4) 

Includes Extended Range Songbook plus Regular Songbook I 

• Raku Pendant Ocarina (with necklace) 

You can also order: 

• Silk Carrtfing Case 

(padded, w/zipper, handle and embroidered dragons) 

• Songbook II 

(25 songs from Beethoven to the Beatles) 

• Dragon Botf T-Shirt 

^ (100% cotton, youth M/UXL) 

- Hear them and order online at 

uJuJuJ.sen^hkdocamaxtim 


Raku Pendant Ocarina.$24.95 

Dragon Boy T-Shirt.$10.95 

Silk Carrying Case.$5.95 

Songbook II.$195 

Shipping Info: 

Shipping & Handling..$5.00 

(Please allow 2-3 weeks for delivery.) 

Priority Shipping..$ 10.00 T 

(When available, allow 2-4 days for delivery.) • i 
send checks (US. only) payable to: ’ 

Oemtios J 

4IOAnacapaSt Jj 

Santa Barbara, CA 93101 * 

OtdeeMi Preel (866) 8^0-6063 






POWER GUIDE TO THE LATEST RELEASES IHmm 


Mickey Mouse debuts in his first GCN exciusive. 

He's the leader of the club that’s made foryou and me, 
but Mickey Mouse and his GCN game were made for 
youngstr - ’ ’ 


him to get his hand stuck in a vase. The various I 
tricks you play trigger events in the game, and they I 
closely resemble die slapstick pratfeUs that cartoon [ 
charaaers specialize in. Mu^ of the game play f 
boils down to finding the right things to click on 
and dien sitting back to see what sort of cinema w 
sequence you've triggered. You can ako unlock six 
minigames, including a snowboarding run, dance 
game and plane fli^t, and the challenge level is just 
right for beginners. The cartoony g^s, bright colors, 
vibrant graphics and endearing animation bring 
Mickey to life, and the easygoing point-click-and- 
watch game play vrill mesmerize tots who love watch- 


I they'll get out of Mickey. The game's goal i 



- 

IS e 

mg the mouse on TV. 


- 4^ 

COMMENTS: George —^The slow pace 


— ; 

players lookmg for an action-onented 

i| 

■ 'V . 

expenence. Steven— A fantastic game for I^C 

jll 


first-time players, it simplifies the adven- I 



ture to simple decision making. i > 































































niCAA FOOTBALL 2003 















expect from a Disney game, Lilo & Stitch 

actually features shooting and spaceship battles. 
In Stitch's stages, you'll lob grenades and fire 
lasers at aliens in side-scrolling areas and pilot a 

Lilo IS the more peaceful half of the duo, and her 
levels are surprisingly challenging and intense. 


ciii' 

JASON 

stw 

siivwA”A'’A'lir 


retoTSdVd GT AdtL“ce' 
thQs sequel hits the road with 15 
1^ . licensed cars from Toyota, Mazda and four Other 
manufacturers. The improved racer adds hills 

Qto a much-needed save feature. With smooth ani- 
C ~-mation, great audio, Co-Driver Game Link Mode, 

Advance 2 leads the pack of GBA racing games. 


AtM 

m iririr'tr 

SEORGC 

siekn-^-AtA'A''* 


Cowboys, adventurers, knights. 


1 iS* nauts and other LEGO characters com- 
^ pete in EA's very peppy and fun soccer 
game. Controlling the ball and powering up kicks 

trade players. Cool power-ups give the game a 
jolt of arcade flair, and LEGO fans will dig the 
ability to draft new characters. With story- 


sraiM.A’A'AA 




the latest Mat Hoffman two-wheelm' freestyle 
ride busts out big stunts and wicked fun. The 


AAAA 

★A^A^'< 

AAAA 

AAAA 


iiiiit«.iidopovvor.( 


Though the Nintendo GameCube Game . , 

^ nect Magical Quest with Disney's Magical pur.. 

rarartrara Mirror starring Mickey Mouse (see page 142). the ™ 
gBA game is a decidedly different type of game. ...mu 

An update of Capcom's Super NES side-scroller, M M M W > 

Magical Quest for GBA introduces Minnie as a o«n 

playable character. Games like Rayman seem to 

£SS»eiHor™seSet“p1a?L'^^^ SlII«AAAAf 


i suffers in the downsized version, though, and the oEnDer'^-^ 

“ choppy movement, chunky graphics and sluggish M M 

feel detract from an otherwise decent shooter, cmtt 
L arge maps, varied objectives and an intriguing ^ ^ " 

, story gwe the oame more substance than the 
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CASTING CALL 

game, then e-mail it to us at nowpkymg(®nintendo.com (please “Cast your yote.” We’ll ^rint reader ratings and portions of con- 
include your name and hometown). You can also rate games structive and insightful reviews in futCire Now Playing articles. 



# "Bomberman Generation is a ore at.fiin! ..I 
adwnture game for 

. good game play that is very challenging. It's 

stage for you to befriend. Tfie music is a bit corny and 
it gets annoying after a while, but who says games i 
are bad becausg.gf their music|Xtiaaiia^.a3L^ 


S "This name has euervthinn any extreme . . 
M . sports title needs— aotSiwti^PwWffiPi 
" rockin'music, multiplayer modes, many 
tricks and a good control scheme. The game 
rel goals, which are really well done and chal- 
} to pull off. Insteadof finding decks like in Tony 
S Pro Skater 3, Dave Mirra offemoomfitijill^^ 


FREESTYLE BMX Z 


"Since I'm not an extreme sport|^^^^| 
my doubts when I bought thisi|Br^WIWiW 
. since the NP reviewers gave it good marks, i • 
to try it out. J was not disappointed, This is a--, 
lat still shines evenunder the shadowof Its"^ 
jnterpart. With easy controls and many goals 


RESIDENT EVIL 
EAIDEN 

• Capcom 

rMtBHlHMHHlS "it's a thnllerl Thriller on Game Boyl Resident Evil 

3 place in the 

*■' of Resident Evil Garden! Unfortunately, there that 

, much sound, but at least the gunshots sound realistic. J|||||H|||||||||H||||^KJ 

The game IS a bit different from the-Tirst five games. Zombies fjniilimnTniffTTTlJ 
carry most of the items, and there aren't really any puzzles. ; 

It 


hey, It's realiythe action that Res^ent^iffany^^^M^P..y..y-y .yj 
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If We Don't Have It, You Don't Need It 



Contact Us 


Advertising inquiries 

arena@nintenda.coin 


Video game-related: 

classified@nintendo.cani 


Jeff Bafus, Nintendo of America 425.882.2040 

noanuise@nintendo.coni 


NP.advertising@noa.nintendo.com 

Non-video game-reiated: 

Peter Guenther, Magazine Partners, Inc. 312.364.9001 

°^eTon@th!t'end!°cor 


pguenther@earthlink.net 

Nintendo Power 


For Rate card, ad specs and other advertising information. 

Redmond. WA 98073-9733 


please go to www.nintendopower.com/rates.html 
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RE-CREATE YOUR OWN SHOWCASE OF THE IMMORTALS 
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: : ■ d . filing releases from 

I ; ' [ ‘ do let us know. 

; Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com. 


No profit is r.: from these scans, nor do we offer anything 
:i ": om the publishers themselves. 



